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You think you can handle Ogopogo, 
you and dice you, there are 200 or 
who'll be glad to have 


‘Pes hi 
THE EPIC ROLE PLAYING ADVENTURE FOR T 


Look for Final Fantasy Adventure™ and Final Fantasy Legend™ II for Game Boy? For m 
Nintendo, Super Nintendo Entertainment System, Game Boy, and the Official Seals are registered trademarks of Ninté 


You? 


huh? Well, if he doesn't slice 
so other voracious creatures 
you for lunch. Burp. 

Pd 


4 
HE 4 SUPER NINTENDO ENTERTAINMENT SYSTEM? 
ore | information or game counseling, call (206) 861-0308, 9 a.m. - 5 p.m. PST, Monday-Friday. 


sndo ¥ of America lnc. ©1992 Nintendo of America Inc. Final Fantasy is a trademark of Square Soft. ©1992 Square Soft, Inc. 


SQUARE 


TABLE OF CONTENTS 


Metroid || — 
eee 50 


Back Alley Slugfest: Streetfighter |] =  ~=~—~——*i14 
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An egg-straordinary NES hero battles the scrambled forces of evil. 
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Pit Fighter. No Holds Barred 


Punch, kick, and punch some more! Only SNES bruisers need 


apply. 


Dragon Warrior Ill — 
Mapping the Underworld 


You've conquered the Overworld, but can you decipher 
the labyrinths, too? 


Metroid II: Samus Is Back! 


Battle the Mother Brain in this Game Boy version of an NES classic, 


Prehistoric Rescues with Joe & Mac______———*52 


Sexism paleolithic style! Cave babes need big strong men to save 
them in this SNES title. Just remember — it's only a game. 


Explore the Seven Seas with Pirafes!_____ === 56 


Build your fortune on the bounding main in this NES role-playing 


adventure, 
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Double Dribble 5 on 5 


An NES classic from Konami bounces 
onto Game Boy screens. 


Cyberball 


Robots take to the field in Jaleco’s 
NES twist on gridiron action. 


Adventure Island 

Master Higgins’ enemy-filled tropical 
islands arrives on Game Boy from 
Hudson Soft. 


The Blue Marlin 


Don’t let this NES fishing simulation 
from Hot-B be the one that got 
away. 
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Treasure Master 

Play a game, win a prize — Ameri- 
can Softworks offers cold cash to the 
first players to win this NES adventure. 


WWF Super 


Wrestlemania 

LJN lets you get in the Super 
Nintendo ring with Hulk Hogan, Jake 
“The Snake” Roberts, and your other 
WWE favorites. 


Paperboy 2 

Mindscape takes a classic arcade 
game and makes it even better for 
the Super Nintendo translation. 


NES Open 
Tournament Golf 


Nintendo of America provides proof 
positive that there are still good NES 
games around. 
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Gega of America got the jump on Nintendo when it introduced 
the Genesis 16-bit system more than two years before Nintendo's 
Super Nintendo. And it appears that Sega will do the same with 
its new Mega CD-ROM compact disc add-on for the Genesis. That 
machine is scheduled for release this summer — six months to a 
year before Nintendo unveils its CD-ROM attachment for the 
SNES. Despite that, it sounds like Nintendo’s CD-ROM unit will 
be worth the wait. 

You've probably read or heard that CD-ROM (Compact Disc- 
Read Only Memory) game systems will offer even more in stereo 
sound effects and music and much deeper game environments 
than current 16-bit carts. For example, a single CD-ROM — with 
over 500 megabytes of storagespace— could hold every Super NES 
game yet published and still have room for the contents of a set of 
encyclopedias. 

Even though we all have to wait a while for the SNES CD- 
ROM unit, Nintendo is already talking about some of its specs. 
Theunititself will weighjustunder2 1/2 pounds and willcontain 
eight megabits of RAM (Random Access Memory) and two 
megabits of ROM (Read Only Memory). The CD unit will be 
compatible with what's called XA (for eXtended Architecture) 
bridge technology that will make the games compatible with 
Philips’ CD-I (Compact Disc-Interactive) CD format. 

The size — or “footprint” — of Nintendo’s CD-ROM will be 
similar to the Super NES itself, and the unit will sit underneath the 
SNES console. 

Although Nintendo is keeping quiet about the games it’s 
planning for the CD-ROM, we've heard that Virgin Games is 
already working onanew adventure, Guest, that’s setina haunted 
house, and The Software Toolworks is developing the Nintendo 
CD-ROM version of Origin’s ground-breaking PC action space 
adventure, Wing Commander. A good number of the initial CD- 
ROM games for SNES will be translations of top computer game 
titles. 

You'll find more on CD-ROM in “Hot Shots” this issue, and 
look for a larger article in next month’s Nintendo Guide. 


Leslie Mizell 
Associate Editor 
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PRO SET PRESENTS 


A NEW ADVENTURE §- 
IN TRADING CARDS 4 


Featured on ABC-TV, 
The Young Indiana 
Jones Chronicles is 

a coming-of-age 
adventure series. 


PRO SET captures the 
action and adventures of 
Young Indiana Jones ina 
114-card series that includes 
95 Story Cards, 10 3-D Cards, 
8 Hidden Treasure Cards, 
and a 3-D Viewer. 


GET A 3-D CARD AND 
VIEWER IN EVERY PACK. 
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© 1992 Pro Set Inc. 


1992 TM & © Lucasfilm. 
All Rights Reserved. 


NEW! FOR THE NINTENDO ENTERTAINMENT SYSTEM. 


“I love the smell of cannons in the morning!” 
—King Stanley The Loud— 


Love a good fight? Then take a deep breath and get a whiff of the arcade 
smash hit, Rampart"— Medieval warfare so real you can almost smell 
the gunpowder. 

Blast away at your enemy’s castle as he tries to destroy 
yours. Then rebuild your castle walls with geometric blocks 
in a frenzied race against the clock. Earn more cannons... 
expand your fortress...then start firing again. 

Two players fight directly against each other in as 
many as 9 thunderous battles. One player defends his 
castle by blasting at enemy ships on 6 furious levels. 

The fastest action to come out ofa cannon barrel... 
the best strategy to come of your head... together 
in Rampart! 

So look for Rampart now at your video game 
store. And have yourself one BIG BLAST!! 


f) Jaleco’ is a registered trad@mark of Jaleco USA, Inc. Rampart™ Atari Games 
¢ 1991 TENGEN Ine. Licenséd to Tengen. Nintendo and Nintendo Entertainmeng 
System: are régistered trademarks of Nintendo of America Inc. © 1992 JalecoUSA In¢ 
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PUT SOME PUNCH INTO YOUR 
NINTENDO ENTERTAINMENT SYSTEM! 


Imagine having hands that pack the power ¢/ levels of programmed adventure—you 
of 100 strategic missiles in every punch! Hands choose the action! 
that can defeat any force on Earth! Hands that State-of-the-art graphics featuring 8-direction 
create satellite robots—each armed with unique scrolling! 
power, like beam swords or sonic maces! e “Anti-gravity” levels force you to fight upside 
Welcome to the 21st Century of Shatter- down! 
hand; where the power to save the world isin © 8 armed “satellite robots” assist you in battle! 
your hands. Punch after punch, blow after blow, 
Shatterhand redefines hand-to-hand combat Shatterhand. 
as you battle treacherous, metallic cyborgsin Itdoesn’t pull ¢ 
the most explosive NES game youcangetyour any punches. 9 
hands on! ay, 


/ 


Jaleco are trademarks of Jaleco USA, Inc. Nintendo and 
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Ninja 
Gaiden Il: 
The Dark 
Sword of 

Chaos 


I’mhaving trouble in Ninja Gaiden 
II. Can you give me a few tips on 
howIcan beat the third boss, Funky 
Dynamite? 


Jeremy 
Fort Hood, TX 


Use the art of the Firewheel. You also 
need to use your shadows — jump off 
the platform while leaving a shadow in 
the air to help you. 


More 
Classics! 


Iwas amazed that you brought back 
one of the classics in Nintendo (The 
Legend of Zelda, Vol. 5, No. 1). No 
other videogame mazagine would 
do that. Your magazine is a great 
one, and the editors are doing great. 
I’m hoping that another Nintendo 
classic, Ice Climber, will be fea- 
tured in an upcoming edition, and 
I'd like to see Ghosts ‘n Goblins 
featured the same way you did 
Super Ghouls ‘n Ghosts. 


Daryl 
Frederick, MD 


Hey! We’re glad you approve, and we're 
definitely planning to cover more clas- 
sic games in the future. 


Dragon 
Warrior Il 


I know that the dog in Hamlin is 
Princess Moonbroke, but how do I 
make her human again? I’ve tried 
saving the game, purchasing 
“uncurse” at the Healing House, 
but nothing works. Help!! 


Bill 
Finnville, MI 


You need to show her her true “reflec- 
tion.” Look for a special mirror. 


Deja Vu 


Can you please tell me where Dr. 
Brody’s office is in Deja Vu? And 
please help me find the Stern- 
wood’s mansion. 


Brandon 
Wattsburg, PA 


Getting to Dr. Brody’s is easy — just 
take a taxi! You'll find his address on a 
billof sale in the secretary's desk drawer. 
Once you've gotten his address, take the 
taxi at the end of Peoria Street (Dr. 
Brody’s address should appear in the 
“address” window). 

To find the Sternwood mansion, go 
right to the source. Slip Mrs. Sternwood, 
the woman in the trunk, some pentathol 
capsules, and she'll mumble her address. 
Once again, you can use the taxi for 
transportation. 


StarTropics 


I have found the tombstone in 
StarTropics that leads to the un- 
derground rooms, but I can’t seem 
to find the lever or whatever that 
drains the pond in the Ghost Vil- 
lage. 


Wesley 
Holly Hill, FL 


To drain the pond, you must get all the 
way to the end of the Ghost Village. 
After you defeat Maxie, the giant in- 
visible ghost that guards the end of the 
tunnels, go one room left and one room 
up until you reach a room with a large 
skull and one switch on the wall. Jump 
on the switch three times, and the lake 
will drain. 


Uninvited 


We've tried everything in our in- 
ventory to kill Dracan in Uninvited, 
but we can’t get past him. And in 
your November 1991 issue (Vol.4, 
No. 11), you said you could reach 
the secret passage in the bathroom 
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(And Secor afew of 
your friends, too!) 


Here’s your chance to wipe the smiles off those 
annoying happy faces once and for all! In 
FaceBall 2000, “Have a Nice Day” takes on a 
whole new meaning— in first-person perspec- 
tive, with 3D graphics and 360° maneuvering! 


vee ne 


And we mean zo! 
FaceBall 2000 is a new 4 
virtual reality game. \ 
You don’t just see your 
character, you are your 
character. Feel like you’re actually inside your 

Game Boy as you move through CyberScape’s more 
than 70 treacherous mazes — or the Arena, in fast- 
paced rounds of high-tech combat. 


Sure. You can take on the Smiloids alone. 
But with your Game Link™ cable or Four 
Player Adapter, those faces can belong to 
your friends! Play one-on-one, two 
against two, or free-for-all! 


OD 


| More than four 
times the fun with 
the Four Player 
Adapter! 


Don’t miss your chance to get up to $5 back with our multiplayer rebate! You’ll find 

all the info inside your FaceBall 2000 package when you open it up for the game of your 
life! But hurry. Some of your friends might be buying FaceBall 2000 right now. If they 
get in too much practice without you, the smile that gets wiped might be your own! 


ae salon esa 


Si tware! 


A whole new way to get into your Game Boy. 
Bullet-Proof Software © 8337 154th Ave. N.E. © Redmond, WA 98052 ¢ (206) 861-9200 


FaceBall 2000 is a trademark of Bullet-Proof Software, Inc. Used under authorization. ©1991 Xanth Software F/X, Inc. All rights ( 
reserved. Original game and design ©1987. Distributed under license from Xanth Software F/X, Inc. Game Boy, Game Link and 
Four Player Adapter are trademarks of Nintendo of America Inc. ©1989 Nintendo of America Inc. 


by turning on both faucets. But 
when we tried it, the water just 
kept going down the drain. Is there 
something else we need to block 
the drain? 


Steve and Connie 
Calgary, Alberta Canada 


To get rid of Dracan, you actually need 
to move him into the hole in the rear of 
the cavern. 

And to find the secret passage in the 
bathroom, try turning on the water in 
the sink and the tub. 


Whomp ‘Em 


Ihave the game Whomp ‘Emand can 
beat all the tests and make it to the 
mountain, but I can’t pass the part 
of the game where there’s a wall 
blocking your way. What do I do 
now, and how do I beat the final 
boss? 


Jim 
Dorn, MI 


After you beat the seven levels, you 
should have received the dragon’s head 
and gained enterance into the mountain. 
The dragon's head is the only weapon 
you can use on the final boss. 


Wolverine 


I recently got Wolverine, and it 
seems as if Sabretooth is invincible. 
How do you defeat him? 


Ronal 
Danville, CA 


Sabertooth is indeed a tough foe. The 
secret to defeating him is in the method 
you use. Instead of trying to kill him by 
inflicting injury, try knocking him off 
the cliff. It’s not easy — but it’s the only 
way we were able to destroy him. 


Final 
Fantasy Il 


Help! How do I defeat Asura, the 
Queen of the Summoned Monsters 
in the Super Nintendo game Final 
Fantasy II? Ihave in my party: Cecil, 
level 48; Kain, level 47; Edge, level 
47; Rosa, level 46, and Rydia, level 
44. I’ve defeated the Giant of Bab- 
Il and made a quick trip to the 
Lunar Core, but can’t get past Asura! 


Michael 
Cecilia, KY 


Have Rose cast the Wall spell on Asura. 
When Asura casts a Heal spell on her- 
self, it bounces off the wall and heals 
your party instead. 


Super Mario 
World 


I know the number of coins col- 
lected or the time in which I finish 
Chocolate Island 2 in Super Mario 
World forthe Super NES can change 
my progress. How do I do this? 


Justin 
Georgetown, Ontario Canada 


If you complete Area 2 with 250 seconds 
or more remaining on the timer, you 
reach a key that sends you off in a new 


direction. 
SP 


Do you have any questions 
about your favorite video- 
games? Do you have hints or 
tips you'd like to share with 
your other Game Player's 
pals? If so, write to us at: 


Game Player's Mailbag; 
300-A South Westgate Drive; 
Greensboro, NC 27407 


Due to the volume of mail 
we receive, we regret that 
we cannotreply to individual 
requests. 


For pricing and orders, please call 800-VRG-INQ7. Visa, 
Mastercard, American Express, and checks accepted. 
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CD-ROM: WHEN —' AND 
HOW MUCH?... Rumors have 


Sega willlaunch CD- 
ROM game systems. Sega Officials 
say that the new Mega CD system 
for Genesis will.be shown during 
the Summer Consumer Electronics 
Show (more on CES below), and 
th t the systems will be available 
ing a rollout this summer and 
lere’sno suggested retail price 
the Japanese version has 
been selling for the equivalent of 
bout $350 : since its debut last fall. 


But what will be the 
price of Nintendo’s CD- 
ROM system? Plenty of 
people are skeptical ofthe 
$199 price that’s been un- 
officially quoted. And 
don’t be surprised if Nin- 
tendo of America waits to 
introduce the unit until 
1993. There’s a lot of de- 
bate going on at Sega and Nin- 
tendo about just how successful, 
CD-ROM unit can bein the U.S; tig 
now. Gamers are interesté 
bit carts right now, and 


ter, and bring the 
ROM and cartrid 
ket. 

In a related stor 


price ($129.99) ofthe Papi MX. 
Look for 50 game titles out by r 
year, and a total of around 70 by 
the end of 1992. 


WATCH THIS SPOT... Spot, 
the energetic little 7-Up spokes- 
dot, becomes the star of his own 
Super NES game this spring. The 
SNES Spotis a completely different 
game than the NES and Game Boy 
versions, also released by Virgin 
Games. Also look for Virgin’s SNES 
adventure, Fables & Fiends, andthe 
8-bit NES version of Prince of Persia 
: to hit store 
shelves in the 
near future. 


om high-definition TV to 
est stereo speakers — are 
layed during CES. 


lly openonly toretailers, — 


four-day run. Consumer tickets cost 
$8 in advance or $10 at the door. 


STREET FIGHTER Ii CON- 
TROLLER. the excitement con- 
tinues to build for Street Fighter Il, 
Capcom’s Super NES blockbuster 
and our cover story this month. With 
its release scheduled for July, 
Capcom is adding fuel to the fire of 
gamers anxious to get their hands 
on this great action-adventure. 

As Street Fighter Il goes on sale, 
Capcom will simultaneously re- 
lease its new Competition 
Joystick, designed for use 
with Street Fighfer II and 
other top action games. Th 
joystick features six 
buttons, an 8-w 
control, and thr 


merican Gladiators 


the game later this spring. Pleased 
with the popularity of the 8-bit game, 
Gametek is moving the popular 


_ title to Amiga and PC computers as 


well as SNES. 
: SP 


a Super Nintendo version of Q 


e 
SIMPSONS! Ss 


The Simpsons TM & © 1992 Twentieth Century Fox Film Corporation. All rights reserved. Nintendo®, Nintendo Entertainment System®, Super Nintendo Entertainment System®; and the official seals are registered trademarks of Nintendo of 
America Inc. Sega™ and Genesis™ are trademarks of Sega Enterprises Ltd. Acclaim® and Flying Edge™ are trademarks of Acclaim Entertainment, Inc. © 1992 Acclaim Entertainment, Inc. All rights reserved. 
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Compare these screens with the arcade vi 


no difference at all! 
The Worfd Warrior 
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Unlike the coin-op version, the SNES 
STREET FIGHTER i has an Uptions 
screen that allows you to change cer- 
tain parameters of the game. You can 
set your own difficulty level or even 
change the controller configuration. 


Dhalsim’s long reach makes him one 
of world’s most dangerous fighters. 
When you goup againsthim, take the 
fight in close or else he pounds you 
from across the screen. 


When Guile 
demonstrates 
his patented 
Somersault 
Kick, Blanka 
makes sure to 
stay out of his 
way! 


Buck in and out of E. 
Honda’s range as quickly 
as you can. If you stay too 
close forasecondtoolong. 
henails you with his Light- 
ning Fist attack. It can be 
blocked, but it still hurts. 


Ryu's Shen Long attackis 
a super weapon against 
any opponent! Wait for 
enemies to come to you; 
when they get within 
reach, let them have 1! 


Guile’s best weapon is his Sonic 
Boom. He can quickly whip one after 
another at you if you give him too 
muchroom. Whenhedoes this, jump 
in close to him. If you're Ken or Ryu, 
use the Hurricane Kick to leap over 


his shots and take the fight to him. 


Ryu and Ken can both throw fire- 
balls, which work best when you 
«= have a lot of space between you 
and your opponent. Be careful not 
tomiss—you re defenseless fora 
moment after you attack. 


All the other warriors have 
nightmares about Zangief's 
Screwdriver maneuver. If 
hemanagestocatch youin 
it, then you might as well 
go ahead and try again in 
the second round. 


Chun Li's Cyclone Kick can be devastating if you 
get caught in its full range. However, you can 
easily duck itif you seeit coming intime—sokeep 
your eyes peeled. 


it 
fale 
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You can’t forget about Chun Li's Wind Kick either. 
The best way to beat her is simply wait for her to 
leap into the air, then throw roundhouse kicks 
before she lands. 


E. Honda’s Sumo Torpedo 
can put a large dentin your 
tournament hopes. When 
you see it coming, either 
jump out of the way or 
counterattack, possibly 
with Ken or Ryw’s fireball. 


. Although Dhalsim’s fireball is quite — 
deadly, he can’t throw it very far. 

_ Step out of its range to avoid getting 
scorched, but don’t stay away for too » 
long or he strikes at you with his 
super-long reach! 


One of Blanka’s best weapons is 
his Shock Therapy attack. Here's 
a not-so-subtle hint: If he’s 
crouched over and discharging 
electricity, don’t go near him. 


Blanka’s Head Bite isn't pretty, 
but it gets his point across. If » 
he puts it on you, the matchis — 
soon over — unless you can 
quickly shake him off. 


Not only is Guile a great distance 
fighter, but he’s got some power- 
house moves for close-quarters 
combat, too! His Back Drop is a 
particularly nasty move, so try 
not to grapple with him unless 
you're Zangief or Blanka. 


erie 


If you make it to Vega, then 
you've really accomplished 
something! Unfortunately, 
your journey will probably 
end here. Make an effort, 
though —try hitting him just 
as he’s standing up. 


Balrog is your toughest challenge 
so far. Since his Uppercut and 
Backhand attacks can crush you, 
try to attack from as far away as 
possible. Ken or Ryu's fireball 
Sometimes proves very effective 
against him. 


, 


: , carry non-licensed NES games), 


he Number 1 videogame 
hero of the United King- 
dom has finally landed 
on North American soil. 
Unofficially, he’s known as the 
Mario of Europe and one shell of 
a guy — he’s Dizzy, the adventur- 
ous egg. 

The Fantastic Adventures of Di- 
zzy, an award-winning Nintendo- 
compatible cartridge, boasts 
egg-ceptional cartoonlike graph- 
ics, egg-cellent game play, and 
eggs-traordinary puzzles that will 
keep you busy for hours on end. It 
may be alittle harder to find on 
store shelves (many dealers don’t 


Most of the keys are in the 
folk treehouse — look insid 


Dizzy's 
elevator key 


the starplant 


a 


18 


the mushroom * 


cee 
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NES 
Camerica 
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but it’s well worth the egg hunt. 

Dizzy’s adventures take you 
across the land of Zakeria. A 
once peaceful kingdom, 
Zaketia’s now controlled by the _ 
evil wizard Zaks. Dizzy must find €8 
his.friends, save his girlfriend 
Daisy, and collect a potion to 
heal the leader of the Yolkfolk, 
Grand Dizzy. Whew! It’s a big 
egg-venture! 

Good magician Theodore 
assists you in solving some of the | 
harder puzzles. He won't give the 
whole game away, but he’s got 
some great clues. y 
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Vince Matthews 


Bry 


the bottle 


The Master of 


Master Higgins is back in his wildest and greatest 
adventure of all! He leaps into action to defeat an 
army of guardian animals and monsters that protect 
the evil wizard, Dark Cloak! Join Master Higgins as 
he reaches new heights of excitement on his high 
flying skateboard. Speed through underground 
caves in a crazy mine car ride! Go from dangerous 
tropical shores to the belly of a whale - all in search 
of his final battle with the wicked sorcerer. 


e Secret Bonus Rounds restore power and 
award points to our high jumping hero! 

e Terrible traps and gigantic villains await your 
next move! 


ENTERTAINMENT SYSTEM 


Now available for Super NES, the Nintendo Entertainment 
System and Game Boy! 


HU0SON GAO? —__——< H\JDSON SOFT USA, INC. 
® 400 OYSTER POINT BLVD. SUITE 515 
Y Yr SOUTH SAN FRANCISCO, CA 94080 
(415) 871-8895 


©1992 Hudson Soft USA, Inc. All Rights Reserved. Super Adventure Island ™, Adventure Island IIT, 
Adventure Island T™ and Master HigginsTM are trademarks of Hudson Soft USA, Inc. Hudson Soft 
USA, Inc. is a trademark of Hudson Soft Co., Ltd. Nintendo™, Nintendo Entertainment System™, 
Super NES ™, Game Boy™ and the Official Seals are trademarks of Nintendo of America. ©1992 
Nintendo of America Inc. 
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Q: What's the Pogie for and how do I ™ 
catch him? : : 

by the Prince 
A: Pogie the Fluffle is Daisy’s pet. Since and his 
Dylan lost Pogie, you should capture beloved 
him with the cage you found in Daisy's 


hut, then return him to Dylan. He, in frog, Dora 


turn, gives you a cow you can trade to 
the shopkeeper. 


Q: What does Prince Clumsy do? And 
where is Dora? 


a captured... 


ie! 
Pogia A: Look for Dora inside her hut — she’s 
been turned into a frog! Give her to Prince 


Clumsy and he gives you a crossbow. 


— 
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Q: I found an 
umbrella on Castle 


Street. What do 1 do Lee 
with it? 


A: The umbrella 
protects you from acid 
drops in the mine, the 
tunnels, and other 
places. 


Q: How do I make the mine 
elevators work? 


A: There are four chests just inside 
the mine that have diamonds cut on - 2 
their sides. Make all the diamonds pe eee et ee oe 

flash at once, and the elevators will prs Pe a el 


: make’ the, 


work. 


Q: How dol pass the 
rock pile in the mine? I 


keep trying to push the Q: How dol pass the tunnel guard? 
plunger, but nothing . 
happens. A: Bribe him with the bag of gold 


coins you found by the mine. 


A: You need dyna- 
mite. Search the bottom 
right of the pirate ship 
for an explosive supply. 


;,until you 
find Black- 
heart’s 
secret stash. 
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an'‘t talk long, I'm pla a 3 { .C.Kids” 
ay wildest game ever. | should know. |, nfgi sartlett invented it 


“THAT'S 


Mondo 


647" 


As in the M.C. Kids™ 
- Mick and Mack. Two cool dudes 

| mind-warped into McDonaldland®, 

who turn the whole place upside down..... 


AIATEEL CLL 


Think yeu Know McDonaldland’ ? 
Wait ‘till you meet 
GNASH, GOFORIT, I. PSYCHO, and 
/. \the other video misfits I've unleashed. 


urglar, Birdie the Early Bird, Grimace, Fry Kids, CosMc, The Professor, Ronald McDonald 


in's Charities, and McDonaldland. ©1991 McDonald's Corporation. 


del 


a m The following are trademarks of McDonald's Corporation: M.C. Kids, Ronald, Ronald McDonald, Golden Arches, 
» Mick, Mack, Hambi 


1. PSYCHO it's ARADO, 


U'RE TOO OLD FOR | 
: YOUR MOM BUY *.@.; 

SUR LITTLE BROTHER. BET... vour 
WILL WEVER SEE IT AGAIN. oy 2 


© 


y 
A 
= 


ER EASE CALL 800-VRG-IN07. VISA, MASTERCARD, AMERICAN EXPRESS AND CHECKS ACCEPTED. 


Nintendo and Nintendo Entertainment System are registered trademarks of Nintendo of America Inc. 


& GOT IT? GET IT. PLAY IT. THAT'S IT. I'M OUT OF HERE. 
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Q: How do I get rid of the 
pirate? 


A: Give him the barrel of 
rum you found on Bridge 
Street’s bridge. 


Q: How dol get the aqualung? I drown 
every time I try to reach it. 


A: You can reach the aqualung via the 
Bubblegame. Once you’re on Blackheart’s 
ship, go all the way across the top deck to 
the ship’s plank. The pirate appears and 
pushes you into the Bubblegame. 


Q: I can’t reach the 
pickaxe at the Crystal 
Falls. Do I need it? 


SE 


Q: Don’t I need some 
flippers to swim? 


A: You need everything 
you find at one point or 
another — even the 
pickaxe, which breaks 
up rock on the sea bed. 
Complete the river 
subgame, then you can 
reach the pickaxe. 


A: Yes. Thaw out 
Denzil and he gives you 
a pair of flippers. (To 
defrost Denzil, use the 
dry match you found in 
the mine and the dry 

__ straw you found in 
_ "Grand Dizzy’s hut.) 


Q: How will I know if I’ve 
gotten everything I need? 


A: There are 100 stars 
scattered throughout the 
game. If you've found every 
star, you've basically 
covered Zakeria. If you get 
stuck, look for clues in the 
ame or instruction manual. n. 
; eS 


Because you can 
three items at a time; drop 
things you need near the 
places you’ll need them. 


modes 


are located 
nearby. 


(WITH PURCHASE) 


~ LIMITED-EDITION PROMOTIONAL SHEET 


LIMITED-EDITION 
FLEER" ROOKIE SENSATIONS” PROMO SHEET. 
HERE'S HOW TO GET YOURS. 


It's simple. Just send us ten Fleer ‘92 Baseball wrappers plus a dollar for shipping and 
handling, to Fleer Rookie Sensations, RO. Box 1845, Church Hill, MD 21690. In return, we'll send 
you an exclusive, limited-edition, 8/42”x 11” promo sheet featuring all 20 of baseball’s hottest new 
subset cards. Each sheet is printed full-color on both sides, and 
numbered for added collectibility. But don’t wait — production is 
extremely limited. 


Hurry - this is a limited-time offer. Orders must be received by July 31, 1992. Orders will be returned if received 
after that date. One request per envelope, mailed separately. Allow 6-8 weeks for delivery. 


® 
eS ig A Game In Every Pack. 


© MLBPA 1992 ©1992 FLEER CORP. MT. LAUREL, NJ 08054 
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___ Front Kick 

The front kick is a 
basic move, but it’s 
still very effective 
because it has a 
longer reach than 
your other moves. It 
packs quite apunch 
as well. 


Holding Punch 
After grabbing an 
enemy, you can 
deliver a quick se- 
ries of punches. They 
aren't any more 
powerful than nor- 
mal punches, but as 
long as you're hold- 
ing your enemy, he 
can’t back away. 


High Kick 
After you successfully 
deal out two front 
kicks; you automati- 
cally attempt a high 
kick. It’s much more 
_ powerful andinstantly 
~ knocks your oppo- 


nent to the ground. 


Aerial Uppercut 
Although this is a dev- 
astating maneuver, it’s 
also the trickiestto pull 
off. You must move in 
very close to your op- 
ponentto complete it. 


Holding Throw - 
_ In hairy situations it’s 
i= sometimes best to 


_ throw finesse out the 
window and toss 
--around your enemy. 
; The main advantage 
to this move is that it 


altomatically knocks down a oppo- 


nent. 


Flying Knee-Drop 
After an enemy has 
been knocked to 
the ground, youcan 
dive into him and 
add a little extra 
punishment. Al- 
though the move it- 
self isn’t very pow- 
erful, enemies can’t 
defend against it. 


The grandfather of 
all combat moves, 
the punch doesn’t 
offer anything new 
or flashy. Although 


ifs faster than the 
_kick, ithas a much 


_ Shorter range. 


| ore at 
1 S 


Northbrook, IL 60062 


+ 310 Era Drive 


Jaleco 


ae] | yy ey ey 


Super NES 
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The Complete Young Indiana Jones Chronicles™ 
Card Collection! 


PLUS 


Taito’s Indiana Jones™ 
and the Last Crusade™ for NES! 


<g> 


Indiana Jones™ 
and the Last Crusade™ for NES! 


“You could win the official Pro Set Young Indiana Jones Chronicles™ 
complete card collection including 3-D cards and a 3-D viewer! 


<P 


THIRD PRIZES 


The Complete Young 
Indiana Jones Chronicles™ 
Card Collection! 


FOURTH PRIZES 


Game Players Encyclopedia of 
iatendo® Games, Volume 4! 


And look for Taito’s newest games for NES, Toki and Kickmaster! 


ALL ENTRIES MUST BE RECEIVED BY JULY 13, 1992 


Enter me in The Pro Set Sweepstakes! 


Name 
Address 


MAIL TO: Game Players Pro Set Sweepstakes 
P.O. Box 29364 
Greensboro, NC 27429 


No purchase required. One entry per person. To enter, fillin the coupon or print your name, address, City, statement, 
zip code, phone number, age, and the words “Game Players Pro Set” on a3 x5' piece of paper. Void where x 4 
prohibited. Not responsible for late, lost, mutilated, or misdirected mail. This Sweepstakes is sponsored by Scottie a 
Pro Set, Inc. and is open to U.S. residents excluding employees (and their immediate families) of Pro Set. i 
Inc., GP Publications, Inc., Taito of America, their parent companies, subsidiaries, affiliates and 
agencies. Prizes and approximate retail values are (3) Grand Prizes: Young Indiana Jones Chronicles 
Card Collection ($35.00 ea) plus Indiana Jones for NES ($54.95 ea): (3) Second Prizes: Indiana Jones 
for NES ($54.95 ea); (3) Third Prizes: Complete Young Indiana Jones Chronicles Card Collection ($35.00 
ea); (10) Fourth Prizes: Game Players Encyclopedia of Nintendo Games, Vol. 4 ($14.95 ea). Total retail 
value of all prizes $688.60. Chances of winning are determined by total number of valid entries 
received. Winners will be randomly drawn on or about July 13, 1992 and will be notified by mail. All 
prizes will be awarded. Judges decisions are final. No substitutions or cash equivalents. Taxes, if 
any, are the responsibility of winners. For a list of winners, send a self-addressed stamped 
envelope by July 13, 1992 to Game Players Pro Set Sweepstakes, PO Box 29364, Greens- 
boro. NC 27429. Void where prohibited. Void in Quebec, Canada. All federal, state. 
and local laws and regulations apply. Acceptance of prize constitutes permission 
to use winners’ names and likeness for publicity purposes without additional 
compensation or permission. 


The Pro Set Young Indiana Jones Chronicles Card Collection © 1992 Pro Set, Inc. 
The Young Indiana Jones Chronicles ™ & © 1992 LFL. Taito ® is a registered 
trademark of Taito Corporation. Indiana Jones™ and the Last Crusade™ is a 
trademark of Lucasfilm Ltd. Copyright ™ & © 1990. All Rights Reserved, Used 
Under Authorization. Nintendo and Nintendo Entertainment System are trade: 
marks of Nintendo of America Inc. GP Publications, Inc. is not affiliated in any 
way with Nintendo of America Inc. 


While the 
Punch may 
not look as 
fancy asthe 
OoOfhenr 


moves, several of them in a row 
can do a lot of damage. 


It’stoughto lure 
someone into 
the Standing 
Jump Kick, but 
————— Is Well worth 
the wait — if you can pull it off. I's a 
good move touse if you're cornered. 


If you sneak up be- 
hind an enemy you 
can use Oozie’s ver- 
sion of the Grab & Flip 
attack. 


If you grab an oppo- 
nent from the front you 
can Kick him. It’s a 
simple move, but it’s 
worth using if you 
combine it with other 


_attacks. 


Oozie’s Ax Bomberisa 
good way to knock 
somebody down fast. 
Oozie dashes up to an 
enemy and whacks 
him with his forearm. 


Oozie’s special atiack 
is the Storm Bomber. 
Like Jack’s Sweep At- 
tack, it takes five en- 
emies from your score 
every time you use it. 


' 


elcometo Metro City, a.k.a. 
Crime Central. Once upon a time, 
Metro was protected by a crime- 
fighting ace called Vortex, a super- 
hero supreme who kept the city 


Vortex into an escar ars: 
The superhero hasn't been seen 
since, and now Metro is uninhabit- 
able for decent folks. 

But a new breed of hero arrives 
in the nick of time. He’s the kind of 
champion who can fight villains on 
their own turf, the kind that doesn’t 
need a cape, the kind who hates 
wearing tights — enter Nightshade! 


“le 


With its offbeat humor and chal- 
nging puzzles, Nightshade should 
ive been an instant classic. Unfor- 


‘tunately, the game is crippled by.its 


lack of save-game or password 
feature — a fatal flaw in-a gam 

this size and complexigei na ( 
stand the frustration of play 
over and over again, it’s a 


game. But for most of us, Night- 
shade is a major disappointment. 


Jeff Lundrigan 


Ultra;, 900 Deerfield ae 
Buff lo Grove, IL 60089 


atekh’s Evil Minions and How to Make 


Them Pay Your enemies come in all shapes and forms in Night- 
shade, and each has a unique — and deadly — 
attack. Here’s how to banish the bad guys. 


Unreasonable Gentlemen: The first bad guy you run across is one of the 
unreasonable gentlemen. If you stand straight, you catch a fast bowler in the 
face, so duck, punch, and wait for him to come to you. 


_ Lady Ninjas: Their main tactic is to disappear, then reappear behind you. Be 
ready to turn quickly and trap them against the edge of the screen, then duck 
andkeep punching. If you're fast enough, they never get the chance tohit back. 


Big Rats: These oversize rodents are easy to beat. Duck, keep punching, and 
watch as they walk right into your fists. When they get up they spit, so you must 
jump, then duck again and repeat the process. 


a = SS ae 

| Siow toe 

Jackal Statues: For a bunch of ancient relics, they pack a wallop. They‘re only 

two-dimensional, which means they can’t be hit when they're facing you. 

Jump over them, then spin around and hit them while they’ re turning — edge 
on, they're vulnerable. 


nergy Domes and How to Use Them 


Sutekh draws his evilinfluence from four mystical items found around Metro 
City. You can’t run away with them (that would be stealing!), but Vortex’s 
energy domes can cover them and prevent Sutekh from using their power. 
Andby the way, Sutekh plans to stealthese items for himself, so you’d better 


find them before doing anything else. 


The Sacred Crown of the Pha- 
raohs is the only item not on dis- 
play somewhere in Metro City. 
It’s hidden in a mausoleum on — 
the east side of fown — a shock- — 


Like all great literature, the Scroll 
of Tanis is hidden in a back room 
of the Metro Library. 


The Infamous Idol of Sutekh is on — 
display in the Metro Art Gallery. 
Hop on over there first. 
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The Star of Cairo is on display at — 
the Metro Museum, But beware 
of long-dead mummies. Don’t 
visit the museum until you've cok 
lected the Staff of Ra. - 


ing find. 


here the ction Is 
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Beating up the evil spawn is one 
way to get popular, but be onthe 
lookout for otherwaysto increase | 
your favor that doesn’t involve | 
physicalrisk. Rescuing an oldlady’s 
cat is one possibility. 


For ahero, you're off to albadstart. You've been captured by Sutekh and 
stuck in a deadly trap. Sutekh, however, has foolishly left your legs untied, 
and you can scoot around pretty well. You can’t stop the bomb, but 
there’s a place you can hide to shield yourself from the blast. 


Your popularity is 
the key to getting 
inside the pro- | 
fessor’s house on | 
the west edge of — 
town as well. He | 
won't let you in 
unless he’s heard — 
of you. 


Once you re 
popular enough, 
this phone booth 
givesyou access 
to Vortex’s secret 
lab. Inside, you'll find Vortex’s computer- 
ized personality, a healing booth (very 
handy), and four energy domes. : 
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“Step up fo the plate..." — Game ro _ 


"...i¢ looks like you're in center field. 
A truly cool effect! " — tectonic Gaming Monthly 


<\, “the most original NES 


baseball game..." 
__ — Hlectronic Gaming Monthly 


FEEL THE HEAT with the best 
NES™ baseball game! 


"Roger Clemens' MVP Baseball 
is showing that it doesn't take 
16-bit power to be successful" 

— VideoGames & Computer Entertainment : 


"All the excitement of a pennant NA 


race...unique perspectives allow you to. _ ao chGa 
. e e W : - . ot 
see what the players in the field see! iadicl The Gacteclticd 
— Nintendo Power perspective ever! 


CLOSE-UP PLAYS AT THE 
BASE: players control the 
slide and tag. 


Roger Clemens‘ MVP Baseball™ is a trademark of LUN, Ltd.© 1992 LIN, Ltd. All rights reserved. Nintendo®, Nintendo Entertainment System® and the official seals are trademarks of Nintendo of America 
inc. LUN® is a registered trademark of LUN, Ltd© 1992 LJN, Ltd. All rights reserved. : 
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he Evil Gnderlings 


In addition to Sutekh, Metro City is plagued by four crime bosses, each of whom 
holds one of the scarab keys you need to get into Sutekh’s lair. The first key can 
be found with no trouble at alll. 


47 
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The first scarab key is the easiest to reach. On your way out of the underground 
tunnel at the beginning of the game, yousee this brick marked with an “X.” Move 
the brick to reveal a secret tunnel to Nepotekh’s chamber, where the scarab k 


The Ninja Mistress hangs out 
in the back of the Chopstick 
and Shuriken Restaurant. To 
gettoher, you must dispense 
~ with the ninjas in the front 
' room. Luckily, beating her 
isn’'tmuch more difficultthan 
beating other ninjas, al- 
_ though she’s a little fast 


nuts) from the vendor, and he shows you the back entrance. Expect 
some trouble defeating Muck — he’s one of the toughest bosses, 
and his swinging cane is lethal. Jump over him (don ‘tlethim trap y 
inacormern and watch for him to raise his cane. When he does 
forward, Be him, then retreat and wait for his next move. 


| Lord Muck can be foundin the Pyramid Club. Buy some nuts (a lotof 


is ‘ {eo Eeers a x 
| ieetsnade_eoeessstas einaiisisse! 


Big, stupid Goliath lives in a penthouse atthe top of this tower. Wait forthe elevator and 
ride it to the top. Deactivate the security system, then climb a maintenance ladder to 
the roof and unscrew the ventilator grate. You face Goliath once you're inside. Your 


of the way. When he stuns himself by slamming into the wall (we said he wes 
duck and hit low. 


t of the family in your attempt to 


rescue the beloved Morticia. 


SUPER NINTENDO — 


ENTERTAINMENT SYSTEM 


him to come to you. 


You get to King Rat only after a dangerous journey through the sewers. Before 
going underground, look for the creature with glowing eyes and feed it. It gives 
you a gift in return. Then look for this grate and pry it off. Use the crank you found 
in a puddle to open the lair. Killing King Rat is easy — duck, punch, and wait for 


hen Things’ Go Wrong 


Once youhave all five scarab 
keys, youcan open the statue 
of Sutekh in Metro Cemetery, 
revealing the tunnel ike) 
Sutekh’‘s lair. 


Even. superheroes make mistakes. When your health reaches zero and you fall 
into Sutekh’s clutches, he sticks you in one of his escape-proof death machines. 
Fortunately, thetraps all have minor flaws that you can use fo escape. 


The Press. Although bound, you can 


still move your legs and feet. And as | 
luck would have it, the off switch is _ 


right next to the conveyor belt. a 
soon as you're level with the switch, 
kick it. 


The cuss Weight This is the oo 
trap that requires an object to solve. 
Use food to lure the rat, then let him 
chew through your bonds. 


The Moving Wall of Spikes. Two ofthe 
pipes sticking out of the wall are 
loose. When you've ripped them out 


andscrewedthem together, you've. 


got a brace with which to stop the 
wall. 


The Escape-Proof Freeze Trap. Sorry, 
but this trap lives up to its name. If 
you're stuck in here, your days as a 
crime fighter are up and “game 
over” is the sign of the times. 


The Man-Eating Attack Dog. Scoot 
overanduse the metal shards to free 
yourself andleap overthe gap. When 
the floor is almost completely open, 
throw the switch, then wait until the 
dog is on the other side of the room 
before dropping down and making 
your escape. 
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FLYING HIGH WITH... 


NEW FL 


ot too long ago, if you 

wanted to experience 

the thrill of flying in 

the safety of your own 

home, it was necessary 

to own a personal computer. 

The dynamics of flight, espe- 

cially those of aerial combat, 

were just too complicated for 

8-bit games to handle. How- 

ever much fun they were, 

_ games such as Top Gun were 

essentially nothing more than 

novelty arcade-shooters — 

_ playing them didn’t give you 

much more than the roughest 
approximation of flying. 

But that’s beginning to 

change, largely because of the 
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In Pilotwings, youshouldlea 
mechanics of flight and aircra 
control on the biplane. It’s the 
easiest, and everyihing youlearn 
here can help you when you 
tackle the more difficult aircraft. 


appearance of the 
16-bit Sega Gen- 
esis and Super 
Nintendo. There 
are also a couple 
of 8-bit games that 
leave Top Gun, 
Flight of the In- 
truder,and the like 
back on the flight deck. 


PILOTWINGS REALLY SOARS 
Pilotwings, the first flight game 
for the Super NES, was a runaway 
bestseller in Japan, and now that 
every editor here at Game Players 
has had a chance to become famil- 
iar with it, we are allin agreement 
(something that doesn't 
happen often!) that it's one 
of the best SNES games on 
the market. More than once, 
as we've savored the lush 
graphics and seductive 
game-play of this classic- 
to-be, we have wondered 
why, in their infinite cor- 
porate wisdom, Nintendo 
did not include this game 
with the hardware. 
One of the nicest things 
Xa, about Pilotwings 


is its tay 
tive point of x 


. re nee ae 
view, its "philoso- "Pee y 
phy," if you will. Unlike 


other flight games on the market, 


GHT SIM 


the emphasis in Pilotwingsisonthe 
exciting mission, too— but most of 
Pilotwings focuses on the skills 
needed to master some difficult 
aerial obstacle courses, at the con- 
trols of five extremely different 
types of aircraft. 


HE ee * a 


The rocket-pack 
makes for a wild 


ride! 


fly a qualifying mis- 
sion in order to win an 
award certificate in 
that category. If you 
master all five catego- 


ries of aircraft, you win 


the coveted Gold Li- 
cense. Throughoutthe 
game, you're given 
adviceand criticism by 
several colorful in- 
structors. 


As the game manual suggests, the 
best place to start is with the light bi- 


vering, 
~ throttle control, and 
landings. What you 
learn from master- 
ing the biplane car- 
ries over into the 
more difficult sce- 
| narios. 
Other types of 
aircraft included in 
Pilotwings are hang- 
gliders, helicopters, 
rocket-packs, and 
free-fall parachutes. 
Yes, parachutes! The sky-diving sce- 
nario, in fact, is one of the most 
challenging levels in the game. In 
order to qualify, you must master 
the techniques of free-fall, perfectly 
time the opening of your chute, then 
accurately steer your descent for about 
3,000 feet until you land on a small 
moving target below. 

Aside from its vivid graphics 
(complete with different camera angles 
and scaling that really does convey the 
sensation of flying through space), 
Pilotwings really excels in one special 
area: It does an incredible job of simu- 


Only the chopper missions in 
Pilotwings involve combat. The 
rest of the game is nonviolent. 


If you sky-dive onto the mov- 
ing target, you're rewarded 
with a bonus — this free- 


falling penquin! 


screens in F-15 tend to 
Je in their approxima- 
. 


lating the flight characteristics of even 
the most exotic hardware in the pro- 


“gram. When you're flying the biplane, 


for instance, the controls exert a steady, 
smooth, confidence-building sense of 


feedback. 


_ Onthe other hand, when you strap 
on the rocket pack, the sensation you 
get is like that of trying to steer a comet 
— dizzying, exciting, speedy, almost 
over the edge. The parachute scenario 
conveys just the opposite sensation: a 

slow, leisurely, descent that can 

fool. you into thinking you're 

more in control than you really 
are. 


When you finally 

e master a level, the game re- 

*, wards you not only with a 

e flight certificate and an 

s advance in status, butalso 

. with some clever and 

e entertaining “bonus” 

rounds. ® Wait until you see the 
sky-diving e penguins! 

Pilotwings °, is really something 

special. It viv- @ idlyshowcasesthe 


power and versa- “, tility of the Super 


FLYING HIGH WITH. 


simulator for an 8-bit system — the 
dynamics of actual flight are just too 
complex for a small computer to 


It’s gratifying to hit a ground target 
in F-15, butit would be nice to have 
a more impressive explosion! 


handle realistically. But two new 8-bit 
games come pretty close. 

From MicroProse comes F-15 

Strike Eagle, a conversion of one of its 

best-selling computer flight simula- 

*.__ tions. In terms of authenticity, F- 

*e, 15 is perhaps the best 8-bit 

*e, flier around: There are 

none of those 


well-armed 
terrorist armies 
(a cliche second 
only to the kidnap- 
ped princess). Instead, 
F-15 gives you missions 
straight out of the headlines, in such 


Kuwait, 
Libya, and Iraq. 
Your mission flight 
plans are displayed ona 
ic map, complete 

th appropriate symbols for — 
{s (surface-to-air missiles) 


_ | and other targets, and the enemy 
There has fibrerce na true flight - plan 


1es you engage in dogfights have 
the look of the real thing. Naturally, as 
you complete missions successfully, 
you advance in rank and status, per- 
haps earning a few medals along the 
way. Each subsequent mission be- 
comes more challenging than the last. 

The missions are pleasingly real- 
istic and the graphics are good. Aftera 
few dozen missions, however, you get 
a certain feeling of predictability — 
you always go after the same kinds of 
targets, only you face moreas the game 
advances. You're also rewarded each 
time with the same wimpy-looking 
explosion when you hit a target. 

The dogfighting element of F-15 is 
its weakest feature. There is very little 
sensation of real flight, 
and the F-15 (in reality, a 
nimble and responsive 
fighter), sometimes 
handles with all the grace 
of an 18-wheeler. When 
allissaid and done, how- 
ever, F-15 overcomes its 
own weaknesses and de- 
livers the goods about as 
well as any game possi- 
bly can using 8- 
bit technol- 
ogy. 

Although it, too, has 
some weaknesses, Activision’s 
UAC: Ultimate Air Combat may well b¢ 
the best-looking 8-bit flight simulator 


F-15's well-designed terrain maps 
help. you locate your targets and 
return safely to your carrier. 


on the market. Both aircraft and 
ground targets are crisp and detailed, 
and explosions and gunfire effects are 
exceptionally sharp. 

Another strong pointin this game 
is the realism of its dogfighting se- 
quences. Even though the two-di- 
mensional flatness of the 8-bit format 
still limits your control over the 
aircraft's maneuvering, UAC at least 
gives you a fair illusion of banking, 
rolling, and diving. 

You get to choose among three 


FLYING HIGH WITH... 


NEW FLIGHT 


of armament, so part of your strategy 


consists of selecting the right mix of | 


weapons for each mission. 

You'll be flying against air, sea, 
and ground targets under the com- 
mand of the sinister General Luigi 
Don Gwano, and each mission con- 
sists of a dogfight followed by astrike. 
When the mission goes into ground- 
attack mode, both your point of view 
and your control-movements change. 
Instead of the usual cockpit-gunsight 
viewpoint, Activision presents these 
scenes as exterior views that show 
your aircraft with a small targeting 
sight positioned ahead of and below 


DAMAGE 


erp Butin practice, this proves 


very hard to do — at least until 

you get used to the unusual perspective 
used in these sequences. Once you've 
successfully destroyed a target, you're 
rewarded with a bonus-bubble, good 
for extra fuel, bombs, or repairs. Unfor- 
tunately, you must claim your bonus by 
flying through the bubble — and this 
proves nearly impossible in the ex- 
ternal views, and almost as tricky 
in the heads-up dogfight mode. 
Use your pause button often,and 
you may get a better aim on the 
bonus icons by inching up on them a 
little bit at a time. 

There are four 
missions per 
level in UAC, 
and after you 
completea level, 
the research de- 
partment pro- 
duces new ar- 
maments and 
defensive sys- 
tems for your 
aircraft so that 
you get more 
powerful as the 
missions’ level 
of difficulty 
rises. When 
you've used up 


Bombing runs are shown from this 
unusual perspective in U.A.C. It 
looks easy enough to hit the tar- 
gets, but it’s quite challenging. 


all your aircraft, the game ends, but 
you do get a password at the end 
of every successful mission so 
that you don’t have to start over 
from the very beginning. 
Between them, Liltimate Air 
Combat and F-15 Strike Eagle 
e take 8-bit flight games about 
*, as far as technology allows. 
cy Although neither is a per- 
fect game, both are sub- 
*, stantial improvements 
°, over the rather simple- 


minded aire combat games of the 


e 
past. - 


SUPER NES 
THQ 


To be 
Use Buzz successful 
| Ty is the when with Kato, 
| perfect you're in you must 
combination / the mood 3 learn his 
_ of strength : for pure SCH many 
and speed. _ power. KICK abilities. 


ahd a aE 


HoLuG BARRED 


The body slam is : 
the move you = = +9 3 
want when you're ; - a =. ey E 


trying to put a ‘ ¢ sil 3 Pa 
quick hurting on [ | im, 4 
your adversary. « ft. 

a * 


This cartwheel move allows you 
Don’t let pass any 
opportunity to 


to breeze by your opponent in 

times of trouble. 

inflict damage — it 

may come back to 
haunt you. 


: If necessary, 
La! plant a flying 
kick to the 

head. 


Ty's special move is a highly 
effective roundhouse kick. 


Be sure to keep a safe 
distance from this 
venomous crowd. 


“AWESOMELY 


DONE 


You receive prize money and 
one special move for each 
victory in the ring. 


This is a 
position 
you'd do 
well to 
avoid. 


Lean back at just the right 
moment to avoid getting crushed. 


The grudge matches 
are a perfect 
opportunity to pick up 
bonus cash. 


Being on the receiving end of this kind 
of punch ends the match before you 


know it. 


For an extra 
cash bonus, kick 
your opponent 
even after you've 
won the match. 


Kato’s special move 
is a flurry of 
punches that leaves 
your opponent 


This flip-kick can stunned 


garner yousome antag ees : g 
breathing room. That’s no helping hand — Kato has 


killing on his mind, not friendship. 


Use this somersault 


maneuver to move You have no trouble hoisting your opponent into the 
closer to your air with Buzz’s brute strength. 
opponent. 


Use Buzz’s special move to 
loft your foe across the 


Remember, having a friend in 
the ring to help you doesn’t 
necessarily make things any 
easier. 


Ah, the mighty 


pile driver. 
When Eddy lowers his head, 
make your getaway fast — or _ S&P 
suffer the consequences. 


Enix America, 2679 151st Pl., NE, Redmond, WA 98052 
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lasi ._. 
we left our Jra- 7 a / Y arkness is none 
gon Warrior Il her than Alefgard, 
heroes (Vol. 5, No. 2 kingdom of Erdrick 
1), they were we Great from Dragon 
into their great m rrior land I. Since the 
sion. Led by Erd: definitely didshine on 
_ 7 gard then, it must be 
hero Ortega and ‘qe el | up to you to bring light to 
to a long line of adv LY desolate land. The 
ers (this game te ; 4% aniy way to do that, how- 
before the first two Orage fee ver, is to defeat the evil 
; i ‘ a) Archfiend Zoma. 


Jeff Lundrigan 
the World of Darkness — a 


subterranean land where the 
sun has never shined. 


Get et goes 
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Ground Floor 


Four sets of stairs seem to lead 
down, but they’‘re all part of the 
same trap — if you take one, you 
wind up walking in circles. The 
true path is hidden in a secret 
staircase behind the throne. 
Reaching the throne, however, 
means fighting your way past 
three sets of stone guardians. 
Don’t say you haven't been 
warned! 


Second 
Basement 


Just when you thought your 
day couldn't get any 
worse, you've reached a 
whole floor of rotating 
platforms. If you fall, you 
land back in the center 
room of the floor below — 
it’s not a big deal, but then 
you must start back over, 
lose time, and fight extra 
monsters. Take it slow so you 
can get it right the first time. 
The stairs are in the middle 
of the three northern rooms. 


First Basement 

If you've listened to advice, you know that the only 
place you need fo visit on this floor is the single 
square surrounded by darkness. The rest of the floor 
is a just one big deception — the stairs at the north 
end of the central hallway loop back on themselves 
and get you no-where fast. 


Third Basement 


The bad news is that there’s only one way through this floor: 
the long way. The good news is that the Multi-Edge Sword is 
found in the chest in the southwest room. It’s not much of a 
trade-off, but you take what you can get. 


The Archfiend Zoma 
lies in a room 
shrouded in darkness 
— and he doesn’t 
wait alone. 
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Before you get to 
fight Zoma, you 
must defeat his 
three bodyguards: 
the King Hydra 
(whom you've seen before), Bara- 
mos Bomus, and Baramos Gonus. 


A word about Zoma: Use 
the Sphere of Light on him 
Ea first to drop his hit points by 
Basement a: , ee half and make him easier to 
The fourth floor holds more than [uses : zg Ue eae 
afew surprises — andit’s another ' : 
place me you must take the pee spells actually hurt 
long path. The chests off the oe 
north hallway contain two 
mimics (in the chests to the far 
right and far left) andsome other 
much-needed items. 


v/. 


- SUMUS VS. THE RLENS 


Vince Mattews 


Joe and Mac lived peaceful cavemen lives until the Neanderthals 
came to town — there went the neighborhood! Although they 
were smelly, (hey haven’t discovered soap), crass bullies, the 
worst thing the Neanderthals did was run all the cavewomen out 
of the area. 


Now Joe and Mac must venture into the wild to rescue the 
village cuties from the jaws of death. Throughout the cavemen’s 
mission, Neanderthals try to stop them, and DUNGY | Ss dinosaurs 


try to turn them into McCavemen-burgers. 
the one-player Joe & Mac, Joe takes on the rescue mission alone. In the 

gue Mac compete against each other 
There’s also, however, a two-player 
and Mac cooperate to fight enemies 


females’ affections. 
“in which Joe | 


s 
be | 
» 
me 


Red dots indicate the battle 
areas at the end of each 


Blue dots show ar 


grub. Some of these gel 
require keys. 


;: San Jose, CA 951 


The red egg is your ticket toa 
bonus stage, but don’t crack 
it until you've killed all the © 

enemies on-screen. The 

Pterodactyl released from the egg takes 
you to a bonus area where you can 
anes a key. Use o unlock the 


1850 Little Orchard ‘ 
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THE BONE 


The bone isn’t a very good weapon, but in a Not only does the boomerang clean house when 

pinch it’s better than your average club. you throw it, but it also mops up as it comes back 
to you. It’s an excellent weapon — especially at 
the beginning of the game. 


THE STONE WHEEL 


Fire is the best weapon in 1 the game, usually The stone wheel rolls ahead of you to flatten 
destroying enemies with one blow. any enemies that might get in your way. It’s 
great against bosses. 


—  Gaioo8 LDEIEVE 
ee fit LOE 


Advance slow- eas 
ly through the 
Flatland of 
area 71 and 
collect all the 
weapons. 
There’s also a 
red egg inthis 
stage. 


If you can’t reach an ja piggyback on a 
pterodacty! or Neanderthal. 


FEt PEVELEE) 


et the man-eating plant strike you — 
once, then — while you're flashing 
— get behind him and hit him from 
the back. Nothing can harm ae _ 


To defeat T-Rex, edt Tie at the bac 
there. 


and use any weapon you have. If he 
charges, jump back, Hen return to the 
same point. 


In area 2, time your leaps 
a ey and carefully — and 
wv. ut for the jumping fish! 
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Work your way quickly up the area 
3 tree, and don’t waste time trying 


to kill the bees or Neanderthals. ARAN 


Stay on the left in area 4 and keep 
throwing boomerangs. Watch out for 


Shel Belle ited those flying fish, but search for a red 


egg, too. 


Use boomerangs against the 
pterodactyl. Avoid.any.eggs 
or hatchlings she drops. 


To dodge the falling 


a 


rocks 


‘é 


in 


simple patterns and are easy 
to defeat once you've learned 
it. Hit this Loch Ness 


stage 5, zig-zag from left to lookalike in the head, then 


right. 


ig cicoue 


the far left and use any.wea 
against the Wooly Mammoth. Continue your 
attack even while. you destroy the rocks he 
throws. 


Wa: 
thals rolling down the cliff in 


sta 


tch 


prepare tojump if he charges. 
Fire is your best weapon here. 


— Sorry 


Remember that th 
time limit, so advan 

in the stage 6 Ice C, 
let the enemies con 

Keep an eye out fo 

and food. 


Fad, 25500 


oS 
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Attack this pterodactyl just as you 


j a? 


did 


the earlier bird inthe tree. But beware 
— he has a special attack! 


jump or 
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Use the wise again in 


In the Volcano Mountain aoe basins lags Sood 

(stage 8), use the wheel to : 

run interference for you. 
T-Rex is back and ready to You can hurt this dino only when 
kill! This time, attack him he comes out of his protective 
from the underside and ball. Stay away from the 
avoid any Neanderthals he screen’s center when he jumps 
might spit out. out of sight. 


Move quickly through the dinosaur The most difficult section oF area 77 
Sled ard {area oo er yee ey par ow is getting over the tar pits in the 
pecs ee ext reeieenr: The only safe spot to fight this boss center of the mountain. Don’t killthe 
is in the left corner. Whenhe breaks _— pterodactyls — they help you cross 
apart, squat there and prepare to _ the pits. 
attack. 


> 


oo . 


oe 


ae 


The last T-Rex you meet is the 
game’s trickiest. Move quickly to 
the bottom right corner and strike 
him in the back of the jaw. Duck 
_into the corner whenever he lowers 
his head. 


Beginners husd choose “No, thanks” 
and “English Adventurer” from the list 
of starting options — you get a few 
basic breaks if you do. 


of a tight spot even if you’ Pre. 
gunned and outnumbered. 


‘4 current. political situa- 
tion in the Caribbean. 


Peete 


. ‘cut-throats, and scurvy | 
{ knaves - — just the sort of 
i men you're looking for! 


Ultra; 900 Deerfield Parkway; 
Buffalo Grove, IL 60089-4510 


flag it flies before you charge i in 
“ with all guns blazing. 


| but it vided for slow going unless é 
| you're in a light vessel that “tacks” 
| well into a breeze. 


fe case, Blackhartt seems ‘to ~ al 
have bitten off more than he can eta 


doesn’ t mean 
your career (and § 
the game)is over. 
It does, however, = 

mean you spend several mente of 


Maneuver your ship to take advan- 
game time in the brig. 


tage of the wind, and you gain a 
major advantage over the oppo- 


broadsides caus 
strike its colors witho 
prolonged resistance. 


f 
sink, 3° Hoge put ¢ Ey : 
aboard, sail it into port, and unload & 4 
s,s it for a big profit. If it’s a better | 
= ship, however, you may want to | 
“=, make it your own flagship. 


re devi- Ps 
ous ways to go into a hostile har- & 
bor. It works only half the time, 4; 
but you can try to sneak in, or you | 
can just attack — although this , 
isn’t a good idea if the place is | 
strongly fortified. 


| Plundering a Soapents town is 
? one sure way to advance your own 


dueling the c ae fof aie Ee status — and to keep your sea- 
guard. Even if your men (am! dogs content. 
start to waver, a brave 
display of swordsmanship 
can still turn the tide in 
your favor. 


y yo . 
captaiped —in the local 
merchant’s shop. 


eal iby may stand to make a 
fortune — and that’s why you're a 
pirate, right? 


‘you’ re headed toward mutiny. Lots © 
of loot and plenty of action keeps 
them “happy.” 


interested, you can try holding about a lost relative. 
him for ransom — but captives Your prestige is greatly enhanced if 


held too long have a tendency to yoy fulfill a task or perform a res: 
escape. cue. 


. | ne information, If ure not se _ : | provi information 


‘reading. For the 
' most accurate 
BRA NA NN OE 


reading, wait until 


/tion you could get for free by A the sun reaches its highest point. 


checking with the Cities screen. 


ae 


a ee 
a ae SEP = ——— 


Pa aa 


ing the loot and fac 0 
i ing a mutiny, consider 


again (as well as to ke 
share of the wealth), whereas if 
you die in a mutiny, you have nothing 
yy to show for your swashbuckling. 


Be careful taking a big ship near |) in this case, a able, burt ah 
© shallow water, or your career could (lavish, middle-class lifestyle. Maybe you j 
ed pa pee ce ates: © shouldn’t fold your Jolly Roger just yet. 
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THE SOUTHEAST GROUP ¢ TO ORDER CALL TOLL-FREE: 800-628-8193 
YOUR VIDEO GAME WHOLESALER 


We accept MASTERCARD & ViSA or money orders (add 6% sales tax for money orders). Personal checks are accepted but order will not be sent until check has cleared. Florida residents please 


add 6% sales tax. All software orders add $5.00 for shipping and handling plus .75¢ per cartridge. All hardware orders add $10.00 for shipping and handling. We reserve the right to change 


AT WHOLESALE PRICES 
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THE SOUTHEAST GROUP * TO ORDER CALL TOLL-FREE: 800-628-8193 
YOUR VIDEO GAME WHOLESALER 


policies, and prices are subject to change without prior notice. We do not charge your credit card unless your game is in stock. No refunds, credits or exchanges accepted. Defectives will be 
replaced with same product only. We reserve the right to refuse sale. We are not part of or endorsed by Nintendo. Nintendo is a registered trademark of Nintendo of America, Inc. 


= <& =» Chris Slate 


= aes 
\ A |e ee f f ef gy 
a CS 


NW ikose of you who played 
Nintendo during its early years 
> i. probably remember Double 


2 Ve Dribble. Back when it was released 
Sa in September 1987, it was the first 

Se basketball game for the NES, and 
} Ye players who still consider it the 
wx CN best wonder why there was never 
SY a Double Dribble 2. There’s finally 
ss a sequel to this simulation — only 
> this time around it’s on Game Boy. 
I< 2 ~ The Game Boy version faith- 


3 ew om 

—?— 2A Ly fully translates most of the features 
EZ. Za that made the NES Double Dribble 

ye 


opular, but 5 on 5 suffers the 


te 


LS 22 “=~ usual Game Boy limitations — the 


You can select a team from 
one of eight cities. Although 
they're not real NBA teams, 


Oo Ga. op a each has its own strengths and 
a Js weaknesses. 


Just like in the first Double Dribble, 5 on 5 uses 
huge cinema displays to highlight slam dunks. 


players move slower and the graph- 
ics leave a “ghosting” trail behind 
them. Because of this, battling for 
the ball in a crowd of players can be 
very difficult. 

In short, Double Dribble 5 
on 5 is a good game that’s con- 
stantly being held back by its 
machine. Even after you get 
used to the slow action and 
“trail-blazing” players, the ac- 
tion never heats up as much as 
it did on the NES. 


— 
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Free throws are handled 


a bit differently this time 


easier as well. 


If you can’t 

break the 

opposition’s 

— inside defense, 
ig ee 21BSs as we 

anaes to three-point 
land. Hit the B button and release the ball just as 
you reach the peak of your jump. 


around — theyre a little 


leemcameno sal Lisents GAME BOY... 


ee Have A Hunch You Could BeA Hero? 


Exquisite Esmeralda has been taken captive by the hideous Halfenpounder. 
You --Super Hunchback-- will have to risk his trap-infested castle to rescue 
her from the highest bell tower! 


Official 


ENTERTAINMENT i 1 : Rg ot Quality 
SYSTEM® : = = 


Ocean of America, Inc. 1855 O'Toole Ave., Suite D-102, San Jose, CA 95131 


©1991 OCEAN OF AMERICA, INC. NINTENDO AND GAME BOY ARE TRADEMARKS OF NINTENDO OF AMERICA INC. 


In the 
advanced 
game, you 
get to 
choose the 
team that 
best suits 
your style of 


> In rookie mode, you 
eo 4» have only four offensive 
a \— cA plays (and four defen- 

LA LA > 7" sive formations) from 
NR which to choose. 


Fail in your 
conversion 
attempt after 
a touchdown, 
and a space- 
ship flies onto 
- the field to 
incinerate the 


> ~—,._ offensive player 
eS ee 


closest to the ball. 


Cyoerpall 


Stephen Poole 
i 


The idea behind Cyberball is ex- 
citing: In the 21st century, pro football 
players have been replaced by robots. 
There are no penalties in this futur- 
istic gridiron battle — except that the 
ball explodes if the offense doesn’t 
score within a limited number of 
plays. And if an offensive player is 
tooclose to the ball when it detonates, 
he’s destroyed in the blast. 

It’s a great concept, but after a 
few games against either the com- 
puter or a friend, you'll probably be 
ready to hit the showers. It’s ashame 
that Cyberball doesn’t live up to its 
potential because all that’s needed to 
make it fast and furious are a few 
graphic enhancements and rule 
changes. 

The ho-hum graphics are one 
reason Cyberball fails to draw you 
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into the action. The players are 
small and move quickly, making it 
difficult to tell what's happening 
on the field. Trying to thread a 
running back through a hole in the 
line is nearly impossible, and that 
really limits your play selection. 
Cyberball’s main flaws are in 
game play. You can’t punt, so 
there’s no way to give yourself 
breathing room on defense. The 
quarterbacks are very slow, ruling 
out a OB sneak or bootleg. Change 
your mind after picking a play, and 
you discover there’s no way to back 
up and make another selection. 
And if your good defensive play 
results in the destruction of amem- 
ber of the opposing team, the 
backup player is just as good as the 
starter— the exploding ballis more 
for show than anything else. And 
that leaves you with a unique but 
dissatisfying version of football. 


Don’t panic when 

a receiver or 

_ running back is 

_ destroyed by the 

= exploding pigskin 
— they're auto- 

matically replaced 

by a new robot. 

Lose your quarterback, though, and 

you end up spending lots of money for 


an inferior substitute. 


Stay in the end zone 
for a few seconds after 


Too bad you don’t get 
a chance to control 
any robots during the 
halftime show — it 


looks like more fun 
than the game! 


receiving a kickoff in 
order to spot an 
opening in the defen- — 
sive coverage. — 
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Trash all those other basketball 
cartridges! ULTIMATE BASKETBALL” 
captures all the thrills and intensity 
of a real full-court basketball game. 
You are in command; leading the 
court, making the plays, and 
scoring the points. 

Want close ups? Go for the 
slam or a 3-pointer and let the 
full-screen animation blow 
you away! 

When your men start 

to drag, you can substitute 
some fresh blood. 

It's all jam packed into 

one NES cartridge, 
pro-basketball 

at your fingertips! 


S Oe « 4!% 
mS Se NET & i.e 


just a spectator 


You control full court 
movement 


NEW YORK 
? POUEARS 


"NICK A 
FREDDIE. 
* JIMNY tL. 
*LOUIS .K 


ROGERS .T 

GETIAY.6 
*HMIKV.E 
*HANSEN .S 


ROV.G QuV .F 


VALTER .D THOMAS . J 


Team up with a friend 
against the computer 


Pick your starting line-up 


®4. American Sammy Corporation 


2421 205th St., Suite D-104, Torrance, CA 90501 
$ & @ PHONE: (213) 320-7167 » GAME TIPS: (213) 320-7362 


Be a part of the action-not 


See your shots-up close 
and personal 


ULTIMATE BASKETBALL™ is a trademark of 
American Sammy Corporation. Nintendo and 
Nintendo Entertainment System® are registered 
trademarks of Nintendo of America, Inc. 
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7 rincess Leilani for Princess Tina, you get ex your inventory. 
~~ SS who’s hidden somewhere onachain tra items 

= of eight islands that are guarded by when you use the continue feature. 

— oo nine monsters. You should also try to uncover 
ws SS Butasinhistwo NES gamesand invisible eggs. Keep throwing your 
oe his new Super Nintendo adventure, weapon into thin air and watch for it 
-.. Master Higgins must eat fruit, kill to disappear or “clunk” on some 


monsters, and keep an eye on his hidden object. Other eggs are carried 
eS Me energy meter. He must also watch _ by birds and can be located only if 
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EE Zp nae 2 bonus egg worth 
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XK A eggs scattered throughout the land- young tyke on his rescue mission. 


a Ze scape. The eggs contain items rang- Adventure Island is full of action, 
Lp, gy ee ing from milk bottles for energy, but it’s not difficult enough to frus- 
axes and other weapons, skate- trate young ornovice players, and its 

boards for quick transportation, graphics are clever and easy to see. 
_ ae SS or keys to bonus rooms. While Although experienced gamers will 
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L \ what’s inside, Master Higgins looking foragood introductory game : 

<== = _ must be careful to look for the will find that Adventure Island fills Any item you don’t want 
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\ Master Higgins on the inventory screen. 
>a must explore all GP 
a} eight islands 

= looking for 
a kidnapped 
\ Princess Tina. POOLE ADI LIY 
x Use the skateboard 
_ , on level ground — 
= = Jump on the not only is it fast, but 
— ' eggs to grab it also lets you take 
we eee an extra hit without 
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ae wort soon forget your first 
marlin. Considered by sport-fish- 
ing fans as the King of Fish, this 
monster can weigh as much as 1,000 
pounds — every bit of it muscle. 
When you hook a marlin, you’re in 
for a real fight. 

As challenging and romantic 
as sports fishing can be, though, it 
seems an odd subject for a 
videogame. Odder still is the fact 
that Hot-B’s The Blue Marlin really 
works. The premise may seem a 
little weird at first, but once you 
start playing you're hooked. Pun 
intended. 


Hot-B; 1255 Post Street; Suite 1040; San Francisco CA 94109 


Your fish are weighed 
at the end of the day. 


This one’s too smallto 


be a winner. 


Among the fish you 
encounter is the white 
shark. Some weigh 
over half a ton, and 


The Blue Martin 


Like Hot-B’s earlier The Black 
Bass, The Blue Marlin casts you in 
the role of contestant in a sport- 
fishing contest held in balmy lo- 
cales such as Florida and Hawaii. 
Your goal is to bag the biggest mar- 
lin of the day. But before you have 
the strength to survive a fight with 
the King, you must try for the 
smaller fish, like barracudas and 
dorados. 

Don’t expect the marlin — or 
any other fish — simply to hop into 
your boat. You must learn which 
lures to use for which fish, as well 
as how deep to trawl your line. Learn 
to move your boat in close enough 
to a school to get a bite, but not so 
close that you scare the fish. And 


Watch the 
hook in the 
fish’s mouth! 
A loose hook 
can pull free 
if you try to 
Peel too fast. 
The beautiful waters 

of Hawaii are teem- 


ing with marlin — big 


marlin. You're in for 


when you're ready to 
try for the marlin, you 
must study his habits and 
decide where you think 
he'll be. Most of the 
time, you neversee the 
marlin until he takes 
the bait. 

No, there aren’t ninjas 
or bosses or power-ups 
in The Blue Marlin. Butit’s J 
one of the most origi- 
nal and enjoyable - 


games __ around. 
Don’t let the un- 
usual theme 


keep you from 
trying this terrific 
cart. 


GSP 


_ The battle is 
won, and this 
Blue should be 

big enough to 


take 1st place. * 


“you've got 
to know 
where to look. 


‘Follow carefully 
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2 ec a Cau you use $5,000? That’s the 
A’ o amount American Softworks is giv- 
A IN ing away to the two top Treasure 
= a Masters players 
7 — : 


In five levels of top-notch action, 
Treasure Master takes an average 


= — teenagernamed Skooterto the ocean, 
ZS to the forest, to the moon, and to the 
ee ° ki f e _ 
ae, Ss inner workings of a Nintendo sys 
= tem. Skooter wants to become rich, 


‘a so he collects treasures from each 
= level. And you can become rich, too. 
zs ZO A On April 11, a special password to a 

LE secret sixth level was revealed by 
Mo, the game company. The first 
ff 2%, —=> players to finish that level are fi- 

“Se = a nalists for the cash. 

But even if you don’t win the 
> 'Z zg. moolah, you'll enjoy Treasure 
ENS LE Master. We give it a big “thumbs 

i. 


up” on graphics and animation. 


> =, = And the obstacles Skooter faces 
= Se =  aren’ttoo difficultto figure out 
= Ps . = + — although it takes a lot of 
a = practice to get through all five 


_ Se levels. A good game witha unique 
premise and a great gimmick, 
Treasure Master lets players pit 
their gaming skills against one 


D we. Gi ZO aN other on a nationwide basis. 


rn 
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unit. 


Put the remote control unit on 
this “?” to activate the mag- 
net, then watch the magnet 
pull the submarine out of the 


here to get access to the 
magnet’s remote control 


NES 
AIVIERICAN 
SOFTWORKS 


treasure Miaster 


Blast off to world 2 by 
boarding this U.S. 
spacecraft at the end 
of the first world. 


When you have all 
three parts you 
need, throw them 
into the machine. 
To get by the pile-driving hydraulic press, stand on 
the edge, then duck under it when the press goes 


up. 


Look everywhere in world 4 (Fantasy 
Forest) for doorways hidden behind 

| mushrooms. The door behind this mush- 
room leads to the construction potion. 


*: Everyone knows you need a Oe Zau oe, 
barrel to go over a water- wy 

fall. Use the magic apple to ‘A 

knock the barrel into the 


Baa 
water, and use the bomb | B 
Zz 
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LJN (a division of Acclaim); 1 Spring Street; Oyster Bay, NY 11771 


SUPER NES 
LJN 


YW/VViF Super 
/VVrestiemania 
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WA esting fans, get ready to 
rumble! In WWE Super Wrestlemania, 
a souped-up version of the wildly 
popular WWF games forthe NES and 
Game Boy, you can chose from ten of 
your favorite superstars and hit the 
mat with awesome digitized graph- 
ics and excellent sound effects. 
WWF isa good game, but it’s not 
without its problems. First of all, you 
can’tjoin a tournament for the cham- 
pionship belt in any of the three game 
modes: singles competition, tag-team, 
orthe survivorseries. Fighting single 
matches over and over can get bor- 
ing, and a tournament option would 
have kept the action fresh. Also, the 
players all have the exact same 
moves — they don’t even have | 
the special attacks that made 
them famous, suchas Jake “the 
Snake” Robert's “DDT,” orthe 
Earthquake’s “Earthquake.” 
Without those, the only differ- 


ence among the characters is what 
they look like. 

All in all, WWE is a solid wres- 
tling game that could have been one 
of the best ever if not for some sub- 
stantial drawbacks. You'll have the 
most fun playing against a friend — 
re-creating those famous WWE ri- 
valries definitely makes you anxious 
to fight just one more match. 
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WWF uses 
| tons of 
| colorful 
digitized 
pictures, 


giving it some 


The drop- 
kick is 
one of 

the best 
moves in 
WWF, but it’s also one 
of the hardest to pull off. 


In real WWF 
competition, 
throwing your 
opponent over 
the top rope 
automatically 


i 


__ disqualifies you. 


But there aren't 


a 
Sone 


= 
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Earn big points by 
committing acts of 
vandalism, such as 
knocking that car 
on top of the guy 
who's fixing it. 


The old couple 
on the porch 
swing makes a 
great target, 
too. 


—\ y Escape the 

= ~\___> __ jaws of Fido 
aS by speeding : 
. up that dirt » C 

p ramp and : 


jumping over the 
fence. 


Watch out for the 
tentacles of the 
sewer monster — it 
el) strikes at ran-dom 
from any storm 
drain you pass. 


tell 
you to look both ways 
before crossing the 

street? 


_— This sequel has 
j= some really 

“| imagin-ative 
touches — this 
castle, for instance, 
a complete with 
Sy cannons that fire at 
p43 (<== you when you ride by. 
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P,pervoy is unique because it’s 
one of the few arcade games that 
doesn’t rely on sword-slashing 
ninjas, karate-kicking street punks, 
or Rambo-clones who lightly run 
and leap despite carrying a ton of 
weaponry. The Paperboy games 
simply take a zany, Mad maga- 
zine-style look at an ordinary 
adolescent experience — the 
suburban paper route. 
Although most people who pick 
up this new Super NES Paperboy 2 
are probably fans of the arcade, NES, 
or Game Boy versions, here’s a syn- 
opsis for the uninformed: As the 
neighborhood paperboy or paper- 
girl, you must deliver papers to the 
subscribers on your route while 
avoiding all kinds of dangers and 
obstacles ranging from fire hydrants 
to runaway baby carriages. 
Since your newspaper is 
aggressive in its sales policy, 
you get extra points for smash- 


SUPER NES 
MINDSCAPE 


ing the windows of nonsubscribers, 
as well as for whacking the gar- 
bage collector with a rolled-up pa- 
per. When you clear your route, 
you might get fired, but you might 
get a promotion and the chance to 
earn extra points on the BMX fan- 
tasy-land training course. 
Mindscape has done a terrific 
job of expanding and improving 
the original 8-bit game. Your bike 
steers beautifully, and the graph- 
ics are detailed. There’s a lot more 
imagination in the design of your 
paper route, too. For example, you 
tide past castles with moats, 
haunted houses, zombies, sewer 
monsters, and burglars along your 
route. You avoid some obstacles 
and interact with others, doing good 
deeds or vandalizing property. 
Best of all, Paperboy 2 steps on 
the feet of good taste by conjuring 
up a deranged view of suburbia 
(not unlike “The Simpsons”) that 
should appeal to many adolescents 
—and to many adults who remem- 
ber what it was like to be a kid. 
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olen merchandi 
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to the action. P you plastered 


G=) 


Seal of Quality 


THIS GAME IS LICENSED 
BY NINTENDO 
FOR PLAY ON THE 


Sina 
Eo ares 


Vice officer Quinn Hart is on an assignment unlike anything he’s ever seen! Weird — 
bodies are turning up dead, top secret weaponry is missing, and organized crime is 
at an all time high. But Hart’s up against something more than the Mob, street gangs, 


or even hostile terrorists. 

A new force has risen and Hart finds himself plunged into a conspiracy of terror! 
SAMMY ™, VICE: THE PROJECT DOOM™ 

are trademarks of American Sammy Corporation. 
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You can 
compete in 
match play 
against five 
computer 
opponents. 
For a real 
challenge, 
try a few holes against 


Don pack away your 8-bit NES 
yet — especially if you're a golf fan! 
NES Open Tournament Golf is proof 
positive that the 8-bit machine’s still 
got plenty of potential. NES Open is 
as good as many of the Super NES 
golf simulations on the market... and 
it’s better than some. 

What’s so impressive about NES 
Open? For one thing, it’s got more 
features than a Sunday paper. Any- 
thing you might do on a real golf 
course, from hooking a drive to using 
backspin on a chip shot, you can do 
in this game. And the graphics — 
complete with Mario, Luigi, 
and Princess Toadstool—are 
terrific. You get a close-up 
view as your ball approaches 
the cup, and even the over- 


The toughest 
part of the game 
is learning to get 
your swing just 
right. Fortu- 
nately, there’s a 
practice mode! 


ne Sa. The 


, you play courses in the U.S., 
bs Japan, or the U.K., you're 
competing against some veteran 
players. 


n 
olf 


Lipe 
fournament 


The overhead view is 
full of information. Pay 
special attention to that 
wind, and adjust your 
aim to compensate. 
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head views are crisp and detailed. 

But the designers didn’tscrimp 
on game play when they packed all 
those extras into the cart. NES Open 
uses a standard power bar to con- 
trol swing and hook or slice, and 
you can fine-tune your swing for 
power and accuracy by selecting a 
slow, medium, or fast swing. A fast 
swing gives you more distance ona 
shot, while aslow swing gives you 
the time to position your approach 
to the green. 

As though a good-looking, 
solid game weren’t enough, NES 
Open lets you play in tournaments 
(either stroke or match play) or 
againsta friend. And the cartridge’s 
battery back-up even saves stats 
and full replays of your best holes! 
NES Open is a lot of game for the 
money. 
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You can 
replay your 
best holes 
whenever you 
want by visiting 
the Hall of Fame. 
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And you thought 8- 
bit was washed up? 
Take a look at this 
close-up view! 


cards are just the beginning. 1 and you'll — the Ef 
backs in trading cards today a for 92. Totally redesigned. 


No One Packs Excitement Like 
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